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POTION GUIDE 


SY his is a guide to a variety of herbal ingredients and brewing rules that can be added to your game. These are divided 
by D&D 5e Tool Kits, along with appropriate information on the requirements for a player to create these potions. 
Please note that for any type of potion to work, you must drink it to the last drop. 


Cost RULES 


The cost associated with the potion implies that you buy all the material components for your potion, however this can be negated 
by gathering the ingredients. Additional costs may include your character's shelter, food, water or utilities; along with the purchase 
of the Tool Kit if not already owned. 


CRAFTING REQUIREMENTS 


Potions may require a character to be of a certain level or class in order to successfully create the potion, if this requirement is not 
met there is a high chance of failure and the resulting consequences. 


DIFFERENT PLANES OF EXISTENCE 


Some items are inaccessible in the material plane that D&D is set in, sometimes the only way to obtain these rare or legendary 
materials is to travel between planes. 


TOOL KIT 


ALCHEMY KIT 
A copper distiller is used to heat up the liquid turning it into vapor. The vapor then travels down the cool tube condensing into a 
liquid, dropping into the flask below. 


Object Amount 
Glass beaker 2 
Beaker's metal stand 1 
Glass stirring rod 1 
Vial 1d6 or 3 
Small mortar and pestle 1 
Salt, Powdered iron & Purified water 1 vial of each 


'I boiled my materials together causing them to evaporate and drip down, it had condensed into what we know as oil' 


Activity DC 

Create a puff of thick smoke 10 
Identify poison 10 
Identify substance 10 
Start a fire 15 

Create a puff of thick smoke 15 
Neutralize acid 20 


Note: Advantage in investigating an area where chemicals are in use. Advantage in arcana checking alchemy-based potions. 
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VARIANT POTION TABLE 
Reasons may include; Failed DC check, incorrect measurements of ingredients, incorrect ingredients, mixing two potions together 
or not using the correct ounces of an ingredient. 


FAILED CRAFTING A POTION 
d100 Outcome 
01 The mixture explodes causing 6d10 force damage to each creature within 5 feet of the mixer 


02- The mixture becomes a poison of the DM's choice 
08 


09- The mixture explodes, splashing in a 5 foot radius, causing 2d4 acid damage. 
15 


16- The mixture becomes an unusable liquid 
25 


26- You create a juice based drink that has no effect 
35 


36- You are able to save half the ingredients used, however, the potion created does not work 
90 


91- The potion works, however, the effect and lasting duration has been halved. If you cannot halve the effect, it's effect is 
99 cancelled 


100 The potion works as per normal 


MIXING POTIONS 
d100 Outcome 


O1 The mixture explodes causing 6d10 force damage to each creature within 5 feet of the mixer 


02- The mixture becomes a poison of the DM's choice 
08 


09- Both potions lose their effects and it tastes horrible 
15 


16- One of the potions loses its effects 
25 


26- Both potions are successfully combined, however their effects and lasting durations have been halved. If you cannot 
35 halve the effect, it's effect is cancelled 


36- Both potions work normally 
90 


91- The numerical effects and duration of one of the potions is doubled, if this doesn't apply to the mixture then it works 
99 normally 


100 The potion works and has an added permanent effect based on what potions were mixed. The effect is simple. For 
example; healing potion permanently increased the drinker's hit points by 4 


MAKING A NEw TYPE OF POTION 
d100 Outcome 


O1 The mixture explodes causing 6d10 force damage to each creature within 5 feet of the mixer 
02-08 The mixture becomes a sweet smelling poison of the DM's choice 
09-15 The mixture explodes splashing a 5 foot radius, causing 2d4 acid damage 
16-25 You craft a potion that has one bad effect 
26-35 You're able to craft a potion that has one common effect and one bad effect 
36-90 You're able to craft a potion that has one common effect 
91-99 You're able to craft a potion with an uncommon effect 


100 You're able to create a rare potion 


INTRO | VAREINT POTIONS 


NAVIGATION GUIDE 


POTION TYPE 
What the finished potion does. 

Rarity: How common it is to buy, make or find. 

Value: The selling Price. 

Material cost: The total cost of ingredients if you were to 
buy them. 

Needed materials: What you would be buying or finding. 

Crafting time: How long it takes to make this potion. 

Minimum level: What level the character has to be in order 
to make this potion. 

Check required: When making this potion you must roll a 
total of DC Number. This is calculated by rolling a D20, then 
adding your Wisdom modifier, then adding your proficiency 
in the tool kit used. If you do not have a proficiency it is up to 
DM discretion to if they give you disadvantage on the roll. 


THE INGREDIENTS THAT YOU NEED IF YOU ARE 
GOING TO MAKE THE POTION. 


The name of the ingredient you are looking for. A 
description of the ingredient. Extra information on the 
ingredient. 

Where you find the ingredient 


Where or when DC Survival How much of 


This ingredient is when looking the ingredient 


available in different areas you can harvest 


This may be accompanied by an image below. 
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OPTIONAL RULES 


It's up to the DM whether these rules are put into 
place. 


1- You may add your proficiency bonus to the amount of 
ingredients that you harvest. 


2- Using gardening clippers gives you +1 to the amount 
you harvest. 


3- Any poison that isn't a basic liquid poison, is 
considered illegal in big cities. 


4- Non-lethal herbs are used as spices in cooking. 

5- Having an extra crafter with the relevant proficiency 
helping the creation process, aves you advantage on 
rolling the 'Check Required’ roll 


6- Having two crafters, or an assistant allows you to 
reduce the crafting time by half or a quarter. 
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GATHERING INGREDIENTS 


The material cost is based on how much you would buy the 
ingredients from a merchant, or potion store. Keep in mind, 
the material cost is the selling price for all the gathered herbs 
needed for the potion. Buying the ingredients direct from a 
farm or herb grower may lessen the price of the ingredients 
by half or more. However, finding a herb grower is rare due 
the extreme difficulty in growing and maintaining the herbs, 
it is much easier to find the herbs in the wild. 

In the case you are buying from a farm, they may be willing 
to part with materials simply for the price of the merchant 
they sell to. Otherwise they may catch wind you're using it for 
potions and demand selling price for the items. 


STOCK PRICES OF HERBS AND PLANTS 

The DM is welcome to decide if there has been an influx of 
an ingredient sold to merchants or potion sellers, causing the 
prices to make the potion to drop. Likewise this can also 
mean the potion in question is more common and therefore 
less expensive when selling. It's up to DM's discretion if they 
want to add stock prices to your game. 


FRESHNESS 


Based on how long you have been storing the ingredients you 
can gain a bonus to your Check Required when finishing the 
potion. This is an optional rule. The harvested time is from 
when you pick the herb to when you begin brewing the 
potion. 


FRESH BONUS 


Harvested Bonus 

Instantly Advantage +2 

That day +3 

Within 3 days +1 

Good Quality Pickled Herbs +1 

Good Quality Dried Herbs +1 

Within ten days +0 

Pickled or Dried herbs +0 

Rotten 11 days - 15 days -1 

Rotten 15 days + -3 
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ALCHEMIST KIT 


ACID 
This vial of Acid is an improvised ranged weapon that can be 
splashed on a creature within 5 feet, or thrown at a range of 
20 feet, doing so will break the vial. On a successful hit the 
Acid does 2d6 damage. 

Rarity: Common 

Value: 25 gp 

Material cost: 12.5 gp 

Needed materials: 8 oz of each ingredient. 

Crafting time: 2 hrs 

Minimum level: N/A 

Check required: DC 10 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 

Fecal Fungus A green and white mushroom. This 

mushroom deals 1d4 acid damage among consumption. It’s 

often found growing out of beast's dung or fecal matter. 
Found where beasts lurk 


Place DC Harvest 
Beast Lair 10 3d10 oz 
Isolated Terrain 15 2d8 oz 
Beast Encounter 15 1d8 oz 


Tree Sap Can be collected from any non toxic tree. If sap is 
harvested from a tree that is not ordinary then the potion is a 
guaranteed failure. 

Found in most terrains 


Place Tree's AC Harvest 
Small Tree 5 1d4 oz 
Medium Tree 10 2d8 oz 
Big Tree 15 3d10 oz 
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ALCHEMIST S FIRE 
The Alchemist’s fire is an improvised ranged weapon that is 
thrown with a range of 20 feet, breaking the vial on impact. 
On a successful hit the creature takes 1d4 fire damage at the 
start of each turn. The creature must use its action to make a 
DC 10 Dexterity check to extinguish the flames. 

Rarity: Common 

Value: 50 gp 

Material cost: 25 gp 

Needed materials: 8 oz of each ingredient. 

Crafting time: 8 hrs 

Minimum level: N/A 

Check required: DC 10 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 

Calan Tree Branches A thick tree with merlot bark (red- 
brown). The branches of this tree only sprout 11 ft up from 
the base of the tree, The branches are thin and often grapple 
onto nearby branches. After being finely ground the branches 
absorb the Cactus weed extract and become a thick airtight 


liquid. 
Found in the Forest 
Place DC Harvest 
Thick Forest 10 2d10 oz 
Thin Forest 15 2d8 oz 


MATERIAL COMPONENTS 
Cactus Weed A prickly form of grass with yellow flowers. 
The Cactus Weed was originally only rarely found in desert 
terrain, it was known as the Cactus Flower. After being 
imported to villages and towns the Cactus Flower took to the 
environment and is now considered a weed. The weed itself 
is resistant to flame, however, the sticky liquid that comes 
from the inside is extremely flammable. 

Found in Grassland and Farms 


Place DC Harvest 
Near settlements 10 2d12 oz 
Isolated areas 15 1d4 oz 


PHILTER OF LOVE 
After drinking this potion you fall in love with the next 
creature you set eyes on within the next 10 minutes. Once 
you see a creature you are charmed for the next hour, if the 
creature is of a species or gender you are normally attracted 
to you regard them as your true love for the hour. This liquid 
is rose hued and has one heart shaped bubble that can only 
be seen with an investigation check of DC 15. 

Rarity: Uncommon 

Value: 90 gp 

Material cost: 45 gp 

Needed materials: 10 oz of each ingredient. 

Crafting time: 8 hrs 

Minimum level: 3 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 

Iolite Acid A deep blue acid This acid is created when Iolite 
gems/ rocks are melted and mixed with the Rubic Petals. 
This gem is considered a rock by most merchants, as it is a 
common stone that is not worth much. Found in Caves 


Place DC Harvest 
Cave 10 4d8 oz 
Deep cave 15 2d8 oz 


Rubic Petals A red colored spider This spider has wide, 
thin legs that are like that of a rose. The spider uses this to 
camouflage as a flower to catch butterflies or bees. The only 
way to discern them from regular flowers is to observe the 
field they are in for a short rest. 

Found in fields of Red Flowers 


Place DC Harvest 
Flower Field 15 2d8 oz 
Near a Bee Nest 20 2d8 oz 
Observed Flower Field 10 3d8 oz 


Observed Bee Nest 15 2d100z 


RUBIC PETALS (SPIDER) 


POTION OF FIRE BREATH 
After drinking this potion a creature can make a ranged fire 
attack within 30 ft. The targeted creature must make a DC 13 
Dexterity saving throw taking 4d6 fire damage on a failed 
save or half as much on a successful one. This potion's effect 
ends either after you exhale fire 3 times or one hour has 
passed. 

Rarity: Uncommon 

Value: 150 gp 

Material cost: 75 gp 

Needed materials: 10 oz. 

Crafting time: 16 hrs 

Minimum level: N/A 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 


Chimera Claws A large monstrocity. 
Found where monstrosities lurk 


Place DC Harvest 
Challenge Rating 6 10 2d8 oz 
Challenge Rating 6+ 15 4d8 oz 
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POTION OF CLIMBING 
When you drink this potion, you gain a climbing speed equal 
to your walking speed for 1 hour. You also receive advantage 
on Strength (Athletics) checks made when you climb. The 
potion is separated into brown, silver, and grey layers and 
when shaken will not mix together. 

Rarity: Common 

Value: 180 gp 

Material cost: 90 gp 

Needed materials: 6 oz of each ingredient. 

Crafting time: 16 hrs 

Minimum level: N/A 

Check required: DC 10 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Giant Spider Silk A large beast that can be found in spider 
dens. This silk is pear white and extremely adhesive. When 
boiled with a mixture of water or oil it turns into a white 
liquid. 

Found where monstrosities lurk 


Place DC Harvest 
Wondering Giant Spider 10 3d10oz 


Giant spider lair 10 4d10 oz 
MATERIAL COMPONENTS 

Green Walker Bean A green bean that can grow up to two 
inches. This bean sprouts out leaves, poor children use these 
beans as dolls by drawing faces on them. They grow sparsely 
from the Walker Vines that can reach 20 feet long. 


When the juice of a Green Walker Bean is added to the 
liquid silk the concoction curdles and separates. The 
ingredients then begin to cook at separate rates causing the 
color variation in the potion. Commoners learnt not to use 
Walker Beans in food preparation as it would distort cooking 
time, leaving the outside raw but the inside burnt. 

Found in Overgrown Forests or Jungles. As well as in 
mountain valleys 


Place DC Harvest 
Overgrown areas 10 3d4 oz 
Mountain R 


GREEN WALKER BEAN 
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POTION OF HEROISM 
For 1 hour after consumption, the creature gains 10 
Temporary Hit Points. For the same Duration, you are under 
the effect of the bless spell (On any attack roll or a saving 
throw before the potion expires, the target can roll a d4 and 
add the number rolled to the Attack roll or saving throw). The 
Potion of Heroism is a blue potion that bubbles and steams 
as if it were boiling. 

Rarity: Rare 

Value: 180 gp 

Material cost: 90 gp 

Needed materials: 1 Water Elemental Heart. 

Crafting time: 16 hrs 

Minimum level: 6 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Water Elemental's Heart Large elemental, made from water, 
however once killed the water controlled by the heart 
splashes down motionless. The heart is similar in 
consistency but with the dense texture of a slime, the heart is 
no bigger than an inch in diameter. 

Found Commonly in the Plane of Water or rarely 
Wondering the Material Plane 


Place DC Harvest 
Water Elemental Dead 14 1 Heart 


POTION OF INVISIBILITY 
For 1 hour after consumption, you become invisible along 
with all the belongings on your person. If you attack or cast a 
spell this effect is cancelled, making you and your belongings 
visible again. The potion is transparent, you can feel it's 
weight but see no liquid. 

Rarity: Very Rare 

Value: 180 gp 

Material cost: 90 gp 

Needed materials: 1 Faerie Dragon. 

Crafting time: 16 hrs 

Minimum level: 11 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 


Faerie Wings The wings of a Faerie look like butterfly wings. 


When boiling these silk like wings, they dissipate into a thin 
clear liquid. 
Found in forests where good creatures protect. 


Place DC Harvest 
Faerie 16 2 Wings 


Faerie Eyes The glistening orange eyes of a faerie activate 


the invisibility effect when squeezed into the transparent silk. 


Found in forests where good creatures protect. 


Place DC Harvest 
Faerie 16 2 Eyes 


FAERIE WINGS 


POTION OF MIND READING 
For up to 1 minute you are able to read peoples basic 
thoughts, on your turn you can choose to attempt to dive 
deeper into a creatures thoughts. The creature must make a 
DC 13 Wisdom saving throw, on a failed save you're able to 
gain insight on the creatures worries, emotions or any 
information they are pondering over. On a successful save the 
potion's effects are cancelled. Either way the creature is 
aware that you are reading their mind. Mind reading takes 
your action as it is using the Detect Thoughts spell. 

Rarity: Rare 

Value: 180 gp 

Material cost: 90 gp 

Needed materials: 1 Mind Flayer brain. 

Crafting time: 16 hrs 

Minimum level: 6 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Mind Flayer's Brain A purple organ covered with green 
blood. 
Found in Mind Flayer lairs. 
Place DC Harvest 


Mind Flyer 14 1 Brain 
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POTION OF DIMINUTION 
For 1d4 hours the creature reduces in size, all of their 
physical aspects are halved. Any items the creature is 
carrying is also halved, they return to normal size along with 
the creature or when dropped. 

Rarity: Rare 

Value: 270 gp 

Material cost: 135 gp 

Needed materials: 3 oz of Tiny Fey blood. 

Crafting time: 24 hrs 

Minimum level: 6 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Fey Blood Any tiny fey, such as pixy or sprite. Some fey are 
found in forests on the material plane, most live in the 
Feywild. 

Found in Forests or the Fey Wild 


Place DC Harvest 
Tiny Fey 14 2 oz of Blood 


POTION OF GROWTH 
For 1d4 hours the creature increases in size, all of their 
physical aspects are doubled. Any items the creature is 
carrying are also enlarged, they return to normal size along 
with the creature or when dropped. 

Rarity: Uncommon 

Value: 270 gp 

Material cost: 135 gp 

Needed materials: 1 Heart of a Large or Huge beast. 

Crafting time: 16 hrs 

Minimum level: 3 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Beast's Heart The heart of a large or huge beast such as, a 


Constrictor Snake, Mammoth, Rhinoceros, or Tyrannosaurus 


Rex. 
Found where beasts lurk. 
Place DC Harvest 
Large Heart 14 1 Heart 
Huge Heart 18 1 Heart 
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ESSENCE OF ETHER 
A dust or gas that when blown or thrown into the air, any 
creature in this 5 foot cube must make a DC 15 Constitution 
saving throw. On a failed save the creature is poisoned for 8 
hours and falls unconscious, the creature can be woken up by 
taking damage or having a creature use their turn to shake 
them awake. 

Rarity: Rare 

Value: 300 gp 

Material cost: 150 gp 

Needed materials: 4 Whirl Bugs. 

Crafting time: 24 hrs 

Minimum level: 3 

Check required: DC 14 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Whirl Bug A small bug that is shaped as a swirl When 
spotted the bug chases its tail, this causes the print on its 
back to swirl. Any creature that sees this must make a DC 14 
Wisdom saving throw or become dizzy, this gives the bug 
enough time to run away. 

Found in the Ethereal planes. 


Place DC Harvest 
Ethereal Forest 12 1 Bug 
Ethereal Fields 16 1 Bug 

WHIRL BUG 


OIL OF ETHEREALNESS 
This Essence allows you to enter the boarder of the Ether 
plane, this gives you the effect of the Etherealness spell. 
You're able to see up to 60ft of the Material Plane that you 
were originally on, you can hear anything in earshot, however, 
anything beyond that 60ft is clouded in blackness. The only 
things that can interact with you are creatures of the Ethereal 
Plane unless there is a special ability or spell to do so. There 
are movement restrictions and consequences, see the spell of 
Etherealness for more. The oil can cover a Medium or 
smaller creature, along with the Equipment it's wearing and 
carrying (one additional vial is required for each size category 
above Medium). Applying the oil takes 10 minutes and lasts 1 
hour. 

Rarity: Rare 

Value: 1920 gp 

Material cost: 960 gp 

Needed materials: 4 Whirl Bugs. 

Crafting time: 152 hrs 

Minimum level: 6 

Check required: DC 18 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Large Ether Blood Monsters and Beasts lurk in the Ethereal 
Plane, any large monster can be harvested as long as they 
have only ever breathed the air in the Ethereal Plane. 

Found in the Ethereal planes. 


Place DC Harvest 
Large Monster 12 1 set of lungs 
Large Beast 12 1 set of lungs 


POTION OF SPEED 
For 1 minute the creature's speed is doubled, this potion also 
gives +2 bonus to their AC. The creature has advantage on 
Dexterity Saving Throws, and it gains an additional action on 
each of its turns. This action can only be used to take the 
Attack (one weapon Attack only) Dash, Disengage, Hide, or 
Use an Object action. 

Rarity: Very Rare 

Value: 400 gp 

Material cost: 200 gp 

Needed materials: 1 Pegasus hoof. 

Crafting time: 32 hrs 

Minimum level: 11 

Check required: DC 15 = Intelligence Roll + Proficiency in 
Alchemist's Supplies. 


MATERIAL COMPONENTS 
Pegasus Hoof Pedasi are migratory celestials, they enjoy 
lakes and isolated areas atop of mountains. They are more 
commonly found in 

Found in Mountain Ranges. 


Place DC Harvest 

Mountain Lake Spring 15 4 Hooves 
Mountain Lake Summer 20 4 Hooves 
Mountain Lake Autumn & Winter 30 4 Hooves 
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GUIDE TO MAKING POTIONS AND POISONS USING THE POISONER'S KIT. 


ie 


GUIDE TO CREATING BARDIC SONGS FOR YOUR ROLEPLAYING PLEASURE 


Ly 


POTIONS, ELIXIRS AND POISONS FOR YOUR ROLEPLAYING PLEASURE 
Created by Sabrina Fischer. 


THE HERBALISM GUIDE "Git. 


GUIDE TO MAKING POTIONS USING THE HERBALISM KIT. id No IMPULSIVE BEHAVIOUR 


A TABLE THAT ALLOWS YOUR ADVENTURERS TO EXPLORE THEIR CHARACTERS WHILE IMPULSIVELY 
INDULGING IN THE WORLD. 


Mii 


Oe 
POTIONS, ELIXIRS AND POISONS FOR YOUR ROLEPLAYING PLEASURE 


=. i by Sabrina Fischer. 


i th 


THANKS FOR YOUR SUPPORT 
Works Include: 
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Herblist's Guide 
Potion's Guide 
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REVIEW AND COMMENT 


Please leave review. 
Improvements, requests & comments are 
welcomed. 


Refrences: 
Xanathar's Guide to Everything 2017 -5e. 
Artificer’s Field Guide 2019 
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